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MISSION: DEFENDER 

Aliens from a distant solar system 
are swarming over the planet Humanis. 
They're kidnapping Humanoids and 
mutating them into a permanent part 
of the alien force. Their mission is to 
transform all of the Humanoids 
before destroying the 
entire planet. First, 
they infest the 


*DEFENDER is a trademark 
and 'U'WtiLarrj 1QBQ jiiluu 
Jaciuiea imdec ib^nse by 
WilljQms ElecttunicSi Inc. 





planet with Landers which close in on 
the planet, abducting the Humanoids. 

Then the attack intensifies. Baiters, 
Swarmers, and Bombers terrorize the 
skies. And then, when you least 
expect it, a deadly Pod collides 
with your Spaceship, 
and blasts you 
to pieces. 





NOTE: Always turn the 
POWER switch OFF 
before inserting or 
removing the cartridge. 


YOUR 

MISSION 

As Captain of the 
Spaceship Defender 
your mission is to destroy 
the alien force and save 
the Humanoids, Your 
speed and skil have 
earned you this heroic 
mission. When H umanoid s 
are abducted, you'll have 



to destroy the Lander 
and catch me fading 
Humanoid before safely 
returning him to the 
plan el below 


DEFENSE 

STRATEGY 

The Spaceship Defender 
has full-range scanning 
equipmeni which enables 
you to employ seek-and- 
destroy tactics. Defender 
discharges fatal missile 
fire at (he push of a 
button. Yon also have two 
escape options for a last 
resort course cf action: 



hyperspace and smart 
bombs Hyperspace 
temporarily sends you 
into a time warp. possibly 
only to iRappRFir in a 
more dangerous Situation- 
Smart bombs can destroy 
ail a.iens in sight with 
a touch of a button. 

Report immediately 
tor [his dangerous mission! 

GAME PLAY 

As Captain of the 
Spaceship Defender youi 
mission is ic destroy the 
aliens before all of the 
Humanoids are trans¬ 
formed to Mutants. You 
score points for each- 
alien you destroy and for 
each 1 iumanoid you save. 
Try not to shoot your 
Humanoids: they are worth 
bonus pointe at the end 
of each alien a slack 


wave. (See SCORING.) 
in one-player games, 
your object is to top your 
highest score In two- 
player games, the player 
with (he highest score 
wins the game. A game 
ends when all Defender 
Spaceships aro do str oyee 
Each game begins 
with three Defender lives 
and three smart bombs. 
When Defender collides 
•w ill ..n nl en ■ i is v il I ’■ 
a n alien 
mine, it 
explodes 
with a 
"blast." If 
ihi tile 
lastlfe, 
the game is oven !: any 
iiveo remain, another 
Defender ship appears 
on the scene, The 




















number of lives remain 
mg and smart bombs 
remaining is displayed 
at the upper portion 
of Lhe television screen, 
The aliens attack in waves; 
each wave becomes 
increasingly moredifficult 
When Defender destroys 
,i'l ti n:? aliens in the First 
wave, another wave 
of aliens moves in. The 
longer that Defender 
survives, the harder the 
alien attacks become. 
Liach time:- a wave is com¬ 
pleted, the number of 
the completed wave and 
cm amount nf bonus 
points earned flashes in 
the center of the screen. 

The alien force is 
made up of six different 
types of ships: Landers, 
Bombers, Swaimers, 

Fia itr?rs, Ml l itunts, and Pods, 
Ladders are the firs: to 
appear They search the 
planet for Humanoids to 
kidnap and mutate. Bomb¬ 
ers lay mines to trap 
you. You cannot shoot 
mines, so ife best to avoid 
them. Swarmers are 
housed in Pods, Several 
Swarmets are released 
each time a Pod is 
destroyed They track you 
very closely, so kill them 
the instant they appear. 
Bailers usually appear 
near the end of fi wave 
They're large, they shoot 
fast, and they move 
taster than Defender A 
Mutant is a transformed 



YOUR 


Humanoid Mutants arc 
very dangerous; use 
all your energy to kill 
them. If the Landers kid- 

ELhip all the Humanoids 

and carry them to the 
top of die screen to trans¬ 
form them into Mutants, 
the entire planel explodes. 
The most deadly alien 
of all is the mother ship, 
also known as a Pod 
When a Pori is destroyed 
il ielea,-:-iu J to S deadly 
Swarmers. 


Defender fires missiles 
to blast the alien ships. 
But when things look 
real bad, Defender can 
employ one a: two last 
resort weapons. First, 
you have three smart 
bombs which blow up 
every alien in sight With 
every 10 ; OCG points you 
Score, you earn another 
smart bomb and another 
Defender life. Use smart 
bombs sparingly and 
strategically life a good 
Idea to keep one small 
bomb m reserve m case 
you gel stuck and need 
a Me help to earn 
another Defender life. 

When you use a 
smart bomb, you 
earn points for every 
alien it destroys on 
the screen. Another 


weapon that can be used 
as a last resort is hyper¬ 
space, This device 
enables Defender to 
disappear, warp through 
rime and space, and 
reappear somewhere 
else on the screen. You 
have no control over 
where you’ll reappear 
Hyper space carl be tricky 
Finrt dangerous, Some¬ 
times invisible space 
mailer can blow up your 
spaceship during the 
time warp. Try to- use 
hyper space only when 
you have no other alter¬ 
native. (See USING THE 
CONTROLLERS for using 
smart bombs and hyper- 
space,) 

USING THE 
SCANNER 

Your scanner is located 
at the top cen ter of the 
screen, it works like a 
radar screen to reflect 
alien attacks in your 




viewing screen and at 
long range distances, 

The scanner provides 
the following important 
information: 

□ How many aliens am 
approaching, what kind 
of aliens they are, and 
what (hsir positions are. 

□ Where the Human' 
oids are being Eib: Incted 

by Landers. 

□ How many Human 
oids remain and where 
they are. 

Each blip on the 
scanner represents an 
object in Elie game. Your 
playing area is bracketed 
by short lines in the 

center of the 
scanner The 
blips are color¬ 


ed to help you distinguish 
between different ali en 
ships. Get into the habit 
of monitoring die scanner 
to help you destroy aliens 
and defend Humanoids. 

RESCUING 

HUMANOIDS 

Here's where the heroics 
come in. Your mission i$ 
to destroy aliens while 
protecting Humanoids. 

At the end of a wave, you 
score 100 bonus points 
for every Humanoid 
survivor, multiplied by the 
number of the wave just 
completed [up to a maxi¬ 
mum of 900bonus points). 

All the Humanoids 
are stranded helplessly 
on the planet at the 
bottom of trie screen. You 
are their only hope for 
survival Use the scanner 
to patrol their positions. 
When a Humanoid is 
being abducted by a 
Lander, you'll hear Iris cry 
for help. Co to his rescue 
immediately The scanner 
3 s the fastest way to 
spot his position, There 
are two techniques 
for rescuing a Humanoid; 


































□ Destroy the Lander 
and lei the Humanoid fall 
back to the planet 
U D estroy the Landet 
catch the Humanoid, 
and carry him back to 
the planet. 

Leting the Humanoid 
fall to die planet is only 
effective if the Humanoid 
^ close enough to land 
safely Experiment to 
find out what a safe dis¬ 
tance ii. 1: the Humanoid 
fails safely to the planet 
you score 250 points plus 
150 points for destroy¬ 
ing (lie Lander If he crash 
lands, you only score the 
150 points for destroying 
the Lander; 

Catching a Humanoid 
m midair "o more difficult 
ar.d is worth more points. 
Tb catch a Humanoid, 
shoot the Lander and 
maneuver Defender lo 
touch the Humanoid, 
tlion bring him back to 
ihe planet T r you succeed, 
you earn Kffl points plus 
150 points for destroying 
the Lander If you catch 
ihe Humanoid but don'l 
remm him safely you 
earn 5CQ points plus the 
150 points 
for destr oy¬ 
ing the 
Lander 
NOTE; You may carry 
any number oi'Hmr.anoids 
at a time. If you are 
•carrying Humanoids at 
the end of a wave, they 
count as survivors and 
the program automatically 
returns them to the planet 



MUTANT 

TAKEOVER 

if Defender does not 
succeed in protecting 
a Humanoid, & Lander 
abducts him and carries 
him up into space and 
trans farms hirn into 
a Mutant Muiants then 
return to attack the planet 
When ail of the Human¬ 
oids become Mutants, 
the planet will explode. 
You connnue playing to 
score points, if you 
survive pasi the next four 
waves, aU Humanoids are 
reincarnated, and die 
planet below is rebuilt. 

USING IHE 
HAND 

CONTROLLERS 

SPACESHIP DEFENDER 
Use tile controller stick 
to thrust the Spaceship 
Defender up down, right 
and Left through space, 
Also use the controller 
stick to catch falling 
Humanoids. 

MISSILES 

Press the left controller 
bution to fire missiles 
at aliens. 

SMART BOLES 
Press the right con¬ 
troller burton to detonate 
a smart bomb. 
HYPERSPACE 
Press the 0 button to enter 
hyporspaco. 



START THE GAME 
Insert your CGLEOQ- 
VlSIONf cartridge into 
your Coleco system 
and turn on the machine, 
The game will start 
automatically 
RESET 

Press # to restart the 
game. 

PAUSE 

Press * to suspend a 
game in progress. To con¬ 
tinue play press * again. 


SCORING 

Your score appears at 
the top of the screen. Lives 
renaming and smart 
bombs remaining are dis¬ 
played next to the score. 
At the end of each wave, 
you score 100 bonus points 
for each, surviving 
Humanoid 
multiplied 
by the 
number of 
the wave, up 
to a maximum of 500 
bonus points. 

You earn an additional 
DEFENDER life and 
smart bomb every 10,000 
points. 



ATAMSOFT 


LIMITED 90-DAY 
WARRANTY 
ATARI50FT 
CARTRIDGES 
OR DISKETTES 

v.i..d hi L‘,3. Only 
ATARI, INC. (‘Alai 0 Warrants 
la ilia original consumer 
purchaser "hat the AtarisuFt 
Cutridgc or Diskel® 

0 Computer Medial not 
Including CumpULc-] |JJU!rt.inis 
shall be free from any defect? 
ir'j material on workmanship 
for 4i period oJ 90 days from 
lha data of purchaser. 

Any Ate"oft Computer 
Meibn which s:i FdujkI Id I.w 1 
defective dur ing ihe warranty 
period wl|; be replaced by 
Atari CcHHipuiai Media 
ral .irnctl fos in-watianty 
replacemenl must have Hie 
product label still intact, ixisl 
be .iUL.arripann.id by pnoof or 
date of purchase sahsfa-mory 
to Alai i, arid mull be dodiv- 
erec or shipped no later than 
or: [ ■ {]} w> ■» ■ k iiFEor the end 
of the warranty period, 
sjjrsippirjgi charges prepaid, lo: 
ATARI, 1KC. 

Customer RalaJlionR 
1312 Crossman Road 
Sunnyvale, California 94066 
TM Free Numbers: 
[rCditenm 16X0 Hf-I 
ConriribnuL U.5 (GOG) S33'6S43 

Tbr warranty shall r#nl npply 
if ike Computer Media has 
been damaged by accident. 
Dotnmeretfll m other okcdh- 
slve use. unauthorized so; vice, 

; i y ill? i-i i vi .;si h: i.:i.-i " I 


to defective rtraleijala 
oi woikniajiahip. 

ANY APPLICABLE EMTLBD 
WARRAMIESL MC1/JMNG WAFL- 
RANTE5 OF MCPCHAffEMinT 
AM> FITNESS FOR A MHmCULAIt 
PURPOSE ART HEREBY LD-OID 
TO 90 DAYS FROM THE DATE OF 
PURCHASE. CONSEQUENTIAL 
OH KCIDENTAL DAMAGES 
RESULTING YKOM A BREACH 
or ANY APPUCAfiLE IlkPKESE 
OR !MPLn:rj WBKRANITE5 ARE 
IIERFlEY FHCLUDED Hi" 
provisions of the foregoing 
warranty am valid in Ihn US 
only This warranty gives you 
specific legal tigJils and you 
may also have other rig An 
which vary from slate to state 
Same skins do rial allow 
linaalatLOiis cn haw Jong an 
lluplri II I ... ,.i. ' i I 'i :.| 

do sot allow the exclusion of 
Lnpdanlir ai c nsccuieni i l 
damages, so the above 
Umritationa and exclusions 
may net apply to you 

1M1' ,- ?PTAMT IfytiU ship yoUJ 
A tar i s oil. Compute:' Media 
fm in-warranty rflplanojrirw.r. 
we suggfesi that you package 
it socutroly atitl insure il for 
Value, us AlARJ usuleclos no 
liability for Josses or damage 
XKurred during 3hjpm*m- 

DJ5CI.AEMSR or YVAKRANTY 
ON AIAPJSOFTCOMPITTER 
PROGRAMS 

ALL ATAMSOFT COMPUTER 
PROGRAMS CCLTAJhTD WriHIH 
THE COMPUTES MEDIA ARE 
DEnUBUIED OX AW ‘AS 1S‘ 
bAEb Without wakhrntY of 
ANY tUND ANY SlKTEMENTS 
COKGFIRMNCTilt' GAIVUDUI'IEE 


OR ■ ITn .TTY OF the comp , iter 
programs are .van ro be 
CONSTRUED ASEXPRESS Oft 
IMPUEP WARRANTS A 

AlARl It;: : IAIMS ANYAND At.l, 
LIABILITY OR RESPOWSffiEJTYTO 
Tl IT '• >HI< = 7101.1 PtOHASER AND 
ANY OTHER PERSON OR ENTITY 
ran ANY CON 5 E O' U ENTIAIj OR 
CNC 1 DEMTAL DAMAGE? ..J__Jt:i'- 
INGFRQM THE KEF:CHASE, USE, 
ORCPE-«nONOF AJAiULIu!'f 
COMPUTER PROGRAMS. 

LiOinO Stales do nol allow 
the limitation lu exclusion 
□f implied warren lies or oE 
iaLDdotltal or Dbhaequenbal 
dritriiigoil. :iu Ilk! i|buV 0 
limitations or exclusions 
ODfKuiumg Alaiirjcfl 
Computer ProxFitTvs. may 
nol apply to you 

Rvery effoif has been made 
to annuto thal the nuntid 
accurately documents the 
EicrampLinying Ainr.noll 
product Howevea;, bsoaike 
of ongeiiic imptov onto tils 

ontl up-djUtig of CDiupuler 

software aud hardvraua, 

Alain to:. camMt guaiajitee 
tfie a CTO in no y uf printed 
malarial after Uii dale of 
put.LCAhm arc shfll' wt 
-7i ■: ■ ■fUn - spohiubiLiiy fat 
eiTOTS or otuissiens 


tCOLECCAASlOH is ii itaca- 
maik of Colc-^o Iiidualtiot. 
Inc This software is 
ulEUiufflct jifod by ATARI, INC. 
fai use nn the ColeooviBLan 
system and js not made, 
spansored, aulliottzed, or 
h pprovera by Coleco 
Inauotriesi Inc 
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